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There is a long history of studying altered states of consciousness (ASC) in order to 
85
We set out to simulate the visual hallucinatory aspects of the psychedelic state using (Fig 2a) , but qualitatively similar to psilocybin experiences (Fig 2b) .
136
To quantify these observations, we first conducted Bayesian within-subject without involving the widespread systemic effects caused by pharmacological manipulations.
240
In two experiments we evaluated the effectiveness of this system. (Oculus Rift, Development Kit 2) using in-house software developed using Unity3D. 
DCNN specification and application of Deep Dream
385
The DCNN -a deeply layered feedforward neural network -used in this study had 
Experimental Design
475
The experiment began with a practice session of a standard temporal production 
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